
TAKE IT TO THE EDGE 

CAPCOM EDGE 
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WARNINGS Raid Before Using Your Saga Draamcait Vldao Gama Syitam 
CAUTION 
Anyone who uaaa the Sega Dreamcast should read the operating manual for lira aoftwaro and console before operating the - 
A responsible adult should read these manuals together with any minors who will use tho Sage Dreamcast before the minor uses it. 

HEALTH AND EPILEPSY WARNING 
Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing light. 
or light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or lose 
of consciousness may occur even if the person has never had an epileptic seizure. 
If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to 
using the Sega Dreamcast. 
In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, oy» t >i 
muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USJ 
AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY 
To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when ueing the 
Sega Dreamcast. 
• Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable. 
• Do not play if you are tired or have not had much sleep. 
• Make sure that the room in which you'are playing has all the lights on and is well lit 
• Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neok, arms and fingers ao that yrx i ■ «n 

continue comfortably playing the game in the future. 

OPERATING PRECAUTIONS 
To prevent personal injury, property damage or malfunction: 
• Before removing the disc, be sure it has stopped spinning. 
• The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use thin • lire 

in anything cither than a Sega Dreamcast console, especially not in a CD player. 
• Do not allow fingerprints or dirt on either side of the disc. 
• Avoid bending the disc. Do not touch, smudge or scratch its surface. 
• Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape. 
• Do not wri^jpn or appfy anything to either side of the disc. 
• .Store ttie.riis* i.^i&ednJneil case and do not expose it to high temperature and humidity. 
« Do no! teavshnis tlisc tn direct sunlight or near a radiator or other source of heat. 
• Use tens cleaner ah(?a soft dry doth to dean the disc, wiping gently from the center to thd edge. Never use chemicals such as ben . i 

’ andgaint thinner to deisn the a«c. 

.PROJECTIcWmEVtSION WARNING 
Still pjcture&dr images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended i r 
video games on largo rornen (vojeetion televisions. 

‘ 6KjA^DREAMCSlST VIDEO GAME USE 
This CJD ROM can dhV be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any o*t» D 
pfiiyar; doings') msycStriage i: to headphones andtor speakers. This game is licensed for home play on the Sega Dreamcast video .. 
syatnrrt only ’Unauthorized cOfjying, reproduction, rental, or public performance of this game is a violation of applicable law. iu 
> hariKiars sricfevents pprznayed iif this game are purely fictional. Any similarity to other persons, living or dead, is purely .. 
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A Special Message from CAPCOM ENTERTAINMENT 
Thank you for selecting STREET FIGHTER III: fHIRO STRIKE for yotn 
Sega Dreamcast. We at CAPCOM ENTERTAINMENT arc proud to bring 
you this new addition to your video game library. 
CAPCOM ENTERTAINMENT, INC. 
475 Oakmead Parkway, Sunnyvale, CA 94086 ' /' 
© CAPCOM CO., LTD, 2000 All RIGHTS RESERVED. 
© CAPCOM U.SA., INC. 2000 AIL RIGHTS RESERVED. 
CAPCOM, the CAPCOM LOGO and STREET FIGHTER are registered 
trademarks of CAPCOM CO., LTD. STREET FIGHTER III: THIRD STRIKE and 
CAPCOM EDGE are trademarks of CAPCOM CO., LTD. Sega, Dreamcast 
and the Dreamcasl logo are either registered trademarks or trade¬ 
marks of Sega Enterprises, ltd. the ratings icon is a registered 
trademark of the Interactive Digital Software Association. 

CAPCOM EDGE HINT LINE 
Hints are available: 

(1-900-976-3343) 
$.99 per minute for 24-hr. pre-recorded information. 
$1.35 per minute for live Game Counselor assistance. 
From Canada: 1-900-677-2272 ($1.35 per minute). 
Must be 18 years or older, or have parental permission. Game 
Counselors available Monday - Friday 8:30 a.m. - 5:00 p.m. 
Pacific Time. This hint line supports games produced by 
CAPCOM ENTERTAINMENT, INC. only. No hints will be given 
on our Consumer Service line. You must have a touch-tone 
phone to use this service. 

CAPCOM ON-LINE 
htlp://www.capcom.com 

Visit our website to see all the great new CAPCOM products 
or to check out featured games on-line! You can also e-mail 
us at megamail@capcom.com for technical help or to find out 
what's new at CAPCOM! 
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SEGA DREAMCAST STARTING A GAME 

Press the START Button at the Title screen to display the C/amc 

Mode menu. To make your selections on the following screens, 

use the Directional Button or joystick to choose and press 

the A Button to confirm. 

• Select a game mode. (See game mode descriptions beginning 

on page 9.) 

• Select a street fighter. Character colors will differ depending 

on which button you press to choose a character, (See fighter 

descriptions and individual moves starting on page;1ftj 

• Select a Super Art - a powerful special move - for your 

street fighter. Each character has three Super Arts. Choose 

the one that matches your playing style. In order to use 

your fighter's Super Art, you must fill your Super Art 

Qauge. (See each characters Super Arts^tarting on page 18.) 

POWER BUTTON 

This turns the unit 

ON of OFF 

CONTROL PORTS f ft vs l rurt i a-■-*——1—p* v 

Use these ports to connect the Sega Dreamcast™ controller or other periplreral equipment. 

From left to right arc Control Port A, Control Port B, Control Port C, and 

Control Port D. For STREET FIGHTER IIETHIRD STRIKE, use Control Ports 

A and B to ^nnect controll^for playersj.and 2 respectively. 

STREET FIGHTER IlhTHIRD STRIKE is a l-to-2 player game. Before turning 

the Sega Dreamcast power OH connect the Sega Dreamcast controllurfs) or 

other peripheral equipment into the control ports. Purchase additional controllers 

(sold separately) to play-withTwo or more people. 
SAVING GAME DATA 

STREET FK/HTER III: 3rd STRIKE auto saves game data, such as 

option settings and high score information, at certain points 

during the game. To lake advantage of the auto-save feature, 

insert a Visual Memory Unit (VMU) into socket 1 of the controller 

plugged into Control Part A 

This game requires 4 free blocks to save game data. 

,S£GA DREAMCAST,- X \\ 

VISUAL ME'MOR^ UNIT CVMlH \ 

/ To save option settings and high score data, insert a Visual 

f Unit (VMUjin to-socket 1 of the controller in Control Port 

ffiFORE’turning ondheHSega Dreamcast. 

Nole: \|/hile saving game data, never turn OFF 

the Scg£ l,)reamcasCpoweo remove the VMU 

\ or discbnqeft the-controjler. ^ 



CONTROLS Uefcult) 
SEGA DREAMCAST CONTROLLER 

Expansion Socket 1 

R Trigger- 
Heavy Kick (HK) 

Expansion Socket 2 

X Button - Light Punch (LP) 
Y Button - Medium Punch (MP) 
B Button - Cancel selections / 

Medium Kick (MK) 
A Button - Confirm selections / 

Light Kick (IK) 

Analog Thumb Pad 

Directional Button (D-Button) 

Highlight selections on menu screens 
/ Move your character*: 

<t> Vertical Jump 
7\ Oiagonal forward jump 

Move forward/Standing parry 
it Crouch 
<|> Crouch / Crouching parry 
l£ Crouch / lower block 
f Move backward / Upper Work 
K Diagonal backward jump 

START Button - 
Start game / 
Pause / Resume 
join in Player 2 

NOTES: 

• STREET FIGHTER III-' THIRD STRIKE is a 1-to4 player game. Connect controllers or other peripheral equipment before 
turning on the Sega Dreamcast. 

• The Sega Dreamcast controllers Analog Thumb Rad is not used in this game. 

• When using any controller, to return to the Title screen at any point during game play simultaneously press and hold the 
A, B, X, Y and START Buttons. This will cause the Sega Dreamcast to soft-reset the software and display the Title screen. 

• For both the controller and Arcade Stick, you can change the default button assignments. See page 13. 

Never touch the Analog Thumb Pad or L/R Triggers while turning 
the Sega Dreamcast power ON. Doing so may disrupt the controller 
initialization procedure and result in malfunction. If the Analog Thumb 
Rad or L/R Triggers are accidentally moved while turning the Sega 
Dreamcast power ON, immediately turn the power OFF and then ON 
again, making sure not to touch the controller. 

These moves are for characters 
facing right. Reverse the let>/rf$ht 
directions for fighters facing kft. 



COMBAT RULES 
MATCH PLAY 

« Each round la^s for 99 counts (default) of'until one fighter wins. 

• The first plnyer to use up all the opponents Vitality before time is up 
wins the L i( 

• If both players bave.'^ome vitality rertwinmgwhen time is up, the player 
with more vitality wins the round. ^ " 

• The first playjer to wm.two out of threejou^ds (default) wins the match. 

DRAW GAME " 
A dr^w game occurs when both tightens fun out of vitality at the same time 
(double K.O.), or when both fighters [rave the same amount of vitality left 
when time is up. . s ** y * . 

' f If a draw gamroccurs in the final round, the match is judged"on points 

7 Note: UsTOption Mode to change round time and humberof rounds 

GAME MOPES 
ARCADE 1 OR 2 PLAYERCS) 

Fight against CPU opponents, one after the other. Defeat all 
opponents and see a victory ending. Player £ can join in any 
time by pressing the STAR Button. You can continue even 
if you lose. 

VERSUS 2 PLAYER COMPETITION 

Challenge a friend head-to-head. Insert two controllers into your 

Sega Dreamcast before starting. Choose a fighter, handicaps and 

stage before every match; choose a Super Art for each round 

(default,- can be changed in Option Mode, see page 13). 

In Versus Mode a Result screen is displayed after each match. 
Choose from the following options: 
• Continue - Return to the game. 
• Replay Save - Save replay data from the match. M>u can look 

at the replay in Replay Mode (see page 12). 
• Exit - Exit Versus Mode and return to the Qamc Mode menu. 



TRAINING 
Practice your moves and combos. Choose your character 

and sparring partner. Then you'll sec the training menu, l/se 

the Directional Button or Joystick to make a selection 

and to change the setting. Press the A Button to confirm. 

NORMAL TRAINING 

• Normal Mode - Practice your moves and combos 

with no time limit. Your sparring partner's vitality 

recovers automatically. ■ T I 

• Recording IMjiode - Record your training with no time limit. 

Your sparring partners vitality decreases if you attack as 

though in a regular match. 

• Replay - Practice your moves and combos with no time limit. 

Your sparring partners vitality recovers automatically. 

• Dummy Setting - Adjust settings for the sparring partner. 

• Training Option - Adjust various options in Training Mode. 

• Button Config - Change the control button assignments. 

• Character Change - Select a different character or 

sparring partner. 

• Exit - Return to flic Mode menu for the Training option. 

BLOCKING TRAINING 
Practice your Parrying move. First, record your sparring partner 

in an attack pattern. Then practice parrying as your sparring 

partner goes through the recorded pattern. Choose your character 

and sparring partner, then move on to the Training menu. 

• Dummy Recording - Record your sparring partner in an 

attack pattern. There is a time limit, and your character 

automatically performs parrying. Y>u can exit this mode 

when the time is up or through the Pause men#(press START). 

• Blocking Training - Practice parrying with the sparring 

partner you recorded in Dummy Recording Mode. Note that 

if you fail toj parry or attack your sparring partner, the partner 

may not reproduce the attacking pattern correctly. 

• Other Options - See Normal Training on page 10. 

SYSTEM DIRECTION 
Modify and adjust the following game systems: 

• System - Choose ORlQINlAL to play with a game system 

you create. \ 

• Direction - Modify and adjust existing game systems using 

the Direction menu. As you highlight items, their description is 

displayed at the bottom of the screen. Select NEXT or press the 

R Trigger/Y Button to move to the next page. Select BACK or 

press the L Trigger/X Button to go back to the previous page. 

Select EXIT to return to the System Direction menu. 

• Save - Save the game system setting to a VMU 

• Exit - Return to the Mode menu for the Training option. 



REPLAY MODE 

Watch replay data previously saved to a VMU First, choose a 

VMU containing replay data. Then choose a replay file to load 

from the list displayed. When the replay ends, select from the 

following options: 

• Restart - Watch the reptafagain. 

• Save - Save the repldy file to a VMU£d vi&a replay file 

requires up to 30 blocks on the 

• Exit - Return to the Mode^l^for the Tiffining option. 

GAME _OPJJ.ON.4V 
BUTTON CONFIG. ' 
SCRIFN ADJUST^" 

SOUND 
MEMORY CARD 

EXIT 

OPTION 

Use the Directional Button or Joystick to make a selection 

and f/4 to change the setting. Press the A Button to confirm, 

press START to return to the Title screen. 

Qame Option 
Difficulty Add stars to make the opponent tougher to beat. 
Time Limit Set the time limit per round. 
Rounds (IP) Set the number of rounds per match foj 1 Player 

games. /TJ 

Rounds (VS) Set the number of rounds per match for 2 Player 
Versus games. 

Damage Level Set the amount of injury your attacks will inflict. 

Handicap Turn Handicap ON/OFF in Versus Mode. 
Player 1/2 (VS) Set character control in Versus Mode. For example?" 

set both to CPU to watch a CPU vs CPU match. 

Default Settings Reset the options to their default status. 

Exit Return to the Option menu. 

Button Config Change the button assignments. You can also 
assign special commands. X 

Screen Adjust Adjust the screen setting for your monitor. 

Sound 
Audio Choose stereo or monaural sound. 
BQM/SE Level Adjust background music/sound effects volume. 

Z r r r r r r 

r , r r , , , 

BQM Test 

Memory Card 

Save Data 

Sample the game's background music. 

Save Data Save option settings and score ranking to a 
(VMU). This game uses 3 blocks in the VMU. 

Load Data Load game data from a VMU. 
i AutoSave Turn ON to save option settings and score ranking automatically. 

I Note: Saving and loading data require an option Visual Memory Unit (VMU). 



BASIC SPECIAL TECHNIQUES 

In the moves below the P-Buttort/Joystick moves are for fighters facing right. 

Reverse the left/right actions for fighters facing left. 

Regular Moves 

Special Moves 

Y; , Mm 

jjS 

/M. I^fgh juftip 

Press a Punch (P) or |<ick (K) button 

Combo moves made up of -ji1 D^Button/Joystick command 
and a Punch or Kick button press 

Upper block: Lower block: II 
Vju can perfomi either a standing 

or crouchingblock. Use a right Uotk 

to ward off an opponents attack. f 

Mrotannot block in the air. / W®k5Bs f * 

Jump higher than a regular jump. 

Standing parry: (toward opponent) 
Crouching blocking parry: 
Press toward opponent for aruipper attack or ^ for a 

lower attack the moment your opponent's attack hits 
ypUylf^ou succeed, you can move first and take 
me a©«n ta geS7 / J 

14 

Quick Standing 4r £_ 

'W^^r r 
Dizzy Recovery All buttons ^ 

Recovery from dizziness irtyrc quickly 
by rapidly prcssjng the Directional 

Butfonfc- punch buttons and kick 
buttonsfin any random order. ^ 

Throw & Grapple LP + LK simultajieoyslyi. 
When closfilo an opponent, j 1 , 

/ press the Light Punch -h Light Kick M 
buttons simultaneously )o throw ■ ^ 

] the op^nent. [Some chqYariersnavc 

j gribwoves inlteal of fwows. \ \ / 
Alsff, inpuf. th^ cor4iandS\the memcnf\ 

1 the/opponent gpabs you to escape j 
from the opporent's throcy move. j. 

Leap Attack MP + MK? simultaneously 
Jurhp lower thafj a regular jump bnd attack. 

/ Effective againstl/an opponent who is doing 

a crouching blocks, \ 

J J J ./ (W K V 
Personal Action HP + HK simultaneously 

|£ach character has an individual Personal 

j lection with a uniefye effect. 



SUPER ARTS 

Super An Directional Button/Joystick + Punch or Kick button 
A Super Art move is a super powerful 

special move. As you attack, your Super 
Art Gauge gradually fills up. When the ^ jg/T 

\ gauge is full, you can perform a Super Art 

Arts. Choose one before the match begins 

J J A ' \L P^ge 3). See the character moves 
beginning on page 18 for each character's 

individual Super Arts. 4 vjjts^P 

EX Special. Move 2 P or 2 K buttons 
| When the Super Arts Gauge is blinking jEgjflj 

jJ \ ' light blue, press two P or K buttons while 
/ v \ .inputting a Special Move command to perform 

V Vo more powerful version of the Special Move. 
Art £X Special Move requires a certain amount 
of Spper Art Gauge. 

CRAPE JUDGE SYSTEM 

Vour play is evaluated through various factors, such as 

your offense and defense skills, how well you use each move, 

and so on. The result is displayed after each match. 

When an Arcade Mode game ends, your overall grade result 

for all matches is displayed. 

Y: , , , , ; . 



STREET FIGHTERS SPECIAL MOVES 
Hadoken <|ai* + p [EX] 
SHORYUKEN 'W* + P IEX1 
Hurricane Kick 4-H4- + K (usable in air) CEX1 
High-Blade Lec Kick + K [EXl 

SUPER ARTS (Choose One) 
I Shinku Hadoken + P 

II Shin Shoryuken + P 
III Denjin Hadoken + P (chargeable) ,-i 

Moves given in this section are for fighters facing right. Reverse the left/right actions 

for fighters facing left. Also, these abbreviations are used: 

• P = Punch LP = Light Punch HP= Heavy Punch 

• K = Kick LK = Light Kick HK = Heavy Kick 

• EX = EX Special version of the move is available s 

SPECIAL MOVES 
Flash <hop + P tEX] 
Power Bomb + P 
Air Knee Smash + K [EXl 
Air Stampede 4> (charge) <t + K [EX] 
Slash Elbow 4- (charge) + K IEX] 
Spiral DDT + K 

SUPER ARTS (Choose One) 
I Hyper Bomb 160° motion + P | 

II Boomerang Raid + P I 
III Stun Cun Headbutt + P W 

SPECIAL MOVES 
Jet Uppercut + p CEXJ .. wS£W^ 
Machinegun Blow + P [EXJ 

1 Ducking Straight <-IC4<il-> + K THEN P 
1 Ducking Uppercut + K THEN K 
F Cross Counter + P [EX] 
f Short Swing Blow •»^i*IC4- + K [EX] 

SUPER ARTS (Choose One) 
1 Rocket Uppercut + P 

II Rolling Thunder + P (PRESS RAPIDLY) 
III Corkscrew Blow +'*■*+'!*■* + P 



\ Attack «• 
\ Oxm^WLeo Attack «■ 

1 High Speed Barrage 4> 
| Capture & Deadly Blow -* 

RpMft ARTS ((mooft ONE) 
I Critical Combo Attack 

B Deadly Double Combination 
m Total Destruction 

SKOAL MOVES 
N.D.L. 4/^ + P SEX] 
A.X.E. + P (USAS 
DJt.A. AM*- + K <in fi 

SUPER ARTS ((moose One) 
I X.N.D.l. + P 

II X.FJ..A.T. A'*-***-* + K 
10 X.C.O.P.Y. + P 

SKOAL MOVES SKOAL MOVES 
Tetsuzanko ->^il + P [EX] Tourouzan + P [EX] d 
Zesshou Homou 4^-> + P [EX] Senkyutai 4<*-» + K [EX] | 
NishouKyaku + K [EX] Byakko Soushoda + P *41 
Kobokushi *IC«- + P Zenpou Tenshin + K 
Zenpou Tenshin + K Kaihou + K 

SUPER ARTS ((MOOSE One) SUPER ARTS ((MOOSE One) 
1 Yoho + P 1 Raishin Mahhaken + P 

II SOURAI RENGEKI +**+•*■* + P JteK. n Tenshin Senkyutai ****** + K 
Ul CENEIJIN ****ii-» + P VP > ni Seiei Enbu ****** + P 

SSMi - . ___ a 

20 21 



SPECIAL MOVES 
Electric Blaster -»<4^ + P (press rapidly) 
Tornado Hook + P [EX] 
Flying Viper 4>IC«- + P [EXl 
Snake Fang + K 
Rising Cobra + K 

SUPER ARTS (Choose One) 
I Magnetic Storm + P (press rapidly] 

II Slam Dance + P 
III Electric Snake + P ^ 

SPECIAL MOVES 
Hyakuretsu-kvaku 
Kikoken 
Spinning Bird Kick 
Hazanshu 

SUPER ARTS (Choose One) 
I Kikousho 

II Hoyokusen 
III Tensei Ranka 

160° Motion + P 
+ K 
+ K 

SPECIAL MOVES 
Sean Tackle + P (hold dow 
Dragon Smash + P [EX] 
Tornado + K [EX] 
Ryubi kyaku + K [EX] 

SUPER ARTS (Choose One) 
I Hadou-Burst + P 

II Shoryu-Cannon + P (press 
III Hyper Tornado + P 

SPECIAL MOVES 
Light of Virtue: High 
Light of Virtue: Low 
Rising Rage Flash 
Clod Blue Kick 

SUPER ARTS (Choose One) 
I Light of Justice 

II Supreme Rising Rage Flash 
III Blue Nocturne 

+ P 
+ K 
+ K 

23 



fPBOAL MOVES 
Scratch Wheel 
Rhino Horn 4-1 
Mallet Smash 
Spin Size 4>b 
Iynx Tail 4> 

SUPER ARTS «noon Onb) 
I Spinning Beat 

II Brave Dance 42 
III Healino si-i 

NlCHIRIN SHO 4- (CHARGE) -» + P (EXJ 
ONI YANMA •I' (CHARGE) ^ + P LEX] 
Nioh Riki ->2*4,k:4- + P 
JlNCHU VteTARI + K [EX] 

SUPER ARTS «hoosb One> , 
I Kiihin Riki 4,ii-»4,bi-> + P then P near opponent] 

Kishin Tsui* ^a-***-* + PP 
H Yagvo Dama + P \ 

Yagvo Odama* + PP A 
m Tenou Ishi 4,il-»4.ii-» + P M 

Tengu Midareishi* + PP ^ 
•when Super Art Gauge is at max 

SPBOAL MOVES 
Hadoken 
Shoryuken 
Hurricane Kick 

SUPER ARTS (CHOOSE Onb) 
I Shoryu Reppa 

II Shinryuken 
III Shippu Jinraikyaku 

SPBOAL MOVES 
(Chariot Tackle 

Violence Knee Drop 
Dangerous Headbutt 
Metallic Sphere 

SUPER ARTS «hoosb Onb) 
I Tyrant Slaughter 

II Temporal Thunder 
III Aegis Reflector 

4- (CHARGE) -> + K SEX] 
4, (CHARGE) <* + K EX] 
4* (CHARGE) + P CEX] 

+ P [EX] 



SPECIAL MOVES 
1 KUNAl 4*-> + P (IN AIR) [EX] S{ Raida + P 

Kubi Ori 4-K4^-» + P [EX] 
KazeKiri -»4^i + K [EX] 
Tiumuji 4*<- + K then K [EX] 
Hien 4-4It + K [EX] 
Tiuiji Ooe ->4^ + P 
Kaiumi Gake 4il-» + P 

SUPER ARTS (Choose One) 
I Kasumi SUZAKU 4il->4^l-> + P (IN AIR) 

II Yoroi Doshi 4^4*^ + p 
III Yami Jhigure 4^->4^i-> + P 



ACAPCOmM? 

TAKE IT TO THE EDGE. CAPCOM EDGE. 
COLLECT CAPCOM EDGE PROOF-OF-PURCHASE POINTS 
EVERY TIME YOU BUY ANY SPECIALLY MARKED CAPCOM 
GAME TO EARN AMAZING GEAR LIKE SHIRTS, GAMES OR 

EVEN A PORTABLE CD PLAYER! PLUS YOU’LL BE ABLE TO 
WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES - LIKE 
YOUR OWN SIGNATURE SIZE ARCADE MACHINE. 

DON’T FIGHT IT! SIGN UP TODAY 
JUST COMPLETE THIS ENTRY FORM OR SEND A 3X5 CARD WITH 
YOUR NAME, ADDRESS PHONE NUMBER AND DATE OF BIRTH. 
AND PARENTS SIGNATURE (IF UNDER 18) TO: 

CAPCOM EDGE 475 OAKMEAD PARKWAY, SUNNYVALE, CA 94086 

www.capcom.com 
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M OAT LIMITED WARRANTY 
CAPCOM ENTERTAINMENT. INC. ("CAPCOM"! warrants to the original consumer 
lhat tors Sega Dreamcasl GD-ROM ("GD-ROM") tram CAPCOM shall be free from 
delects in material and workmanship lor a penod of 90 days from data ot purchase. 
II a defect oowred by this warranty occurs during this 90-day warranty penod, 
CAPCOM will replace the GD-ROM tree ol charge. 
To receive this warranty service: 
I. Nobly the CAPCOM Consumer Service Department o( the problem requiring 

warranty service by catling (<08) 774-0400 Our Consumer Service Department 
k In operation from 8 JO am to 5:00 p.m Pacific Time. Monday through Friday. 

I it toe CAPCOM service technician is unable to solve the problem by phone, Iwshe 
wH Instruct you to return the entire GD-ROM to CAPCOM height prepaid al your 
own risk of damage or delivery We recommend sending your GD-ROM certified 
(Mil. Please include your sales slip or similar proof-ol-purchase within the 90-day 
warranty period to: 

CAPCOM 
Consumer Service Department 

. 475 Oakmead Parkway 
Sunnyvale, CA 94086 

this warranty shall not apply it the GD-ROM has been damaged by negligence, 
accident, unreasonable use. modification, tampering or by other causes unrelated 
tu llw detective materials or wortonanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 
II Ihe GD-ROM develops a problem atler the 90-day warranty period, you may 
contact the CAPCOM Consumer Santee Department at the phone number noted 
previously. H the CAPCOM sendee technician is unable to solve Ihe problem by 
phone, iWsha may Instruct you to return ihe defective GD-ROM to CAPCOM traght 
prepaid at wur own risk of damage or delivery, enclosing a check or money for 
$20.00 (US. funds only) payable to CAPCOM. We recommend sending your GD- 
ROM certified mat. CAPCOM will reptace the GD-ROM, subject to the conditions 
abtwa. II replacement GD-ROMs are not available, Ihe defective product will be 
returned to you and the $20.00 payment retunded. 

WARRANTY LIMITATIONS 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 

1 Of MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF 
PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH 

STREET FIGHTER ■: 
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A apts. 

HEREIN. IN NO EVENT SHALL CAPCOM BE\ ■ ■ 
LIABLE FOR CONSEQUENTIAL OR INCI' W MM 
DENTAL DAMAGES RESULTING FROM THE\ 
BREACH OF ANY EXPRESS OR IMPLIED'.* 
WARRANTIES. \ f * 
The provisions of this warranty are valid in the United',* 
States and Canada only. Some states and provinces do' 
not lllow limitations on how long an implied warranty last'v 
or exclusions ot consequential or incidental damages, so the\ 
above limitations and exclusions may not apply to you. This'. j*i 

’warranty gives you specific legal rights, and you may have other \ 
rights, which vary, trom state to state or province to province. \ 

ESRB RATING 
This product has been rated by the Entertainment Software Rating board. 
For information about the ESRB rating, or to comment about the 
appropriateness of the rating, please conlact the ESRB at 1-800-771-3772. 
Sega is registtred in the US Patent and Trademark Office. Sega. 
Dreamcasl and the Oreamcasl logo aie either legislered trademarks ur 
trademarks of Sega Enterprises, LTD. All Rights Reserved. Made and 
printed in the USA WARNING: Operates only with NTSC televisions and 
Sega Dreamcasl systems purchased In North and South America (except 
Argentina. Paraguay and Uruguay).Will not operate with any other 
televisions or Sega Oreamcast systems. Product covered under one or 
more ot the following U.S. Patents: 5.460.374: 5,525.770; 5,627,895: 
5.6B8.173:4.442.486.4,454,594:4,462.076; Re. 35,839; Japanese Patent 
No. 2870538. (Patents pending in U S and other r-- 
countries); Canada Patent No. 1.183,276. The ratings ! vjjv 
Icon is a trademark ol the Interactive Digital Software I i"SA 
Association Sega ol America Dreamcasl. I BXyrTn 
Inc. P.O. Box 7639, San Francisco Aaaks j tl 
ca 94120. ! vrwfy 


